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Technical Information 
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(1) Required Power Capacity 
CND-Vcc 5V 5A or more 

(2) Signal out put 
R(red) analog^ positive 
G(green) analog, positive 
B{blue} analog, positive 
Sync. H-V complexed, negative 

(3) Adjusting Volume of sound. 

Turn the volume right arrd it becomes louder. 

(4) Handle with care. 

(5) A battery (button type) is installed on P.C. Board for player's 
ranking data retainment Be careful not to short it. 
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(6) Ranking Data, -Should be initiated as follows. 

1 ) Turn off the power. 

2) Take out the' P.C. Bo'ard. 

3) Turn off the 5th o^ DIP SVyiTGH No,2. 


4) Connect the P.C 

5) Turn on the po\. 

6) Confirm that al^ 
nurhbers. 

7) Turn off the pow 

8) Take out the P.C 

9) Turn on the 5th s. 
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JIP SWITCH No.2. 


10) Connect the P.C. Board to Cabinet. 
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Play Instruction 


Advance the ball by dribbling and p 
controlling your direction by using T 
a basket by pushing the shoot bu* 

If you can reverse the score wit' 
you can go to the next level. 
different teams, ranging frorn ■ 
championship team. The game 
time limit is up The difference betv\ 
yours will be increased as you advar. 


tng with each button, 
oystick, and then make 

specified time limit, 
npete with up to 10 
ooi to a world 
when the specified 
. opponents’ score and 
. to each new level. 
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(FOULS) 

1. Charging ; To charge an opponent. 

2. Dobule Dribble : Dribble a second time after your first dribble 
has ended. 

S.Carrying : Jumping by holding the shoot button, until you 
reach the ground again, without having shot the ball, 

(by releasing the shoot button). 

4,3-Second Violation : Remaining in the free-throw lane in 
your front court for over 3 seconds before dribbling or passing. 

5.5-Second Violation : Holding the ball for over 5 seconds 
without taking any action. 

6.30-Second Violation : Taking over 30 seconds to shoot from 
the moment you receive the ball. 

7. Back Pass : Passing the ball from your front into the back 
court. 
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*An opponent's foul awards you 2 free throws. How long you 
hold the jump button will decide the shooting angle. 

You can make a goal if you shoot the bail at the angle of 
40" to 49° when the cursor is directly above the basket. 
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*5 seconds are taken away from your time if you : 1) Are 
charged with a foul;' 2) Go out of bounds; 3) Or let an 
opponent intercept your play. 


(STAR PLAYER) 

There is a star player with gray hair in your home team. 

Your team may be strengthened when you pass the ball to him. 


Self T est 

Nortnal:‘OK' will be displayed. Then game program will be 
Started. 

Abnormal:' BAD’ then stopped. 


l\/lanual Test 

(a) How to Start 

Switch on the power while pressing both 1P and 2P 
buttons. Switch off the power once, before starting the game. 

(b) How to Select the Test Items. To change items, push 
IP button. 

(c) Manual Test Items 

©Conditioning of Picture ContortiomCross hatch will 

appear all over the screen. 

©Color Conditioning : 16 blocks will show the colors. 
©Control Check : Condition of all the control switches 
will be displayed. 

©Coin Counter Check : Count the coin counter No.1 and 

No.2 up Stimes, 

©DIP 3W SET : DIP SW SET will be displayed on 
the screen. DIP SW SET will be 
conditioned with the power off and 
confirmed in this mode. 

©Sound Check ; Check ail sounds every 8 seconds interval. 
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(Note)FREE PLAY: You can play games without coin. 
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DIP 2 SW SET 

.1. Time limit for ^ch stage 
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2. Switch for- change of- table or upright 


SW 

3 



type 



OFF 

' f-y}u 

1 5;i52TL/YT’-;/o4{£ffl 

table 

using i /O for 1 or 2 tilayer 

ON 


^ 

upf.ight 

using I /O T pEayer only 




3. Initiat setting of qualify 
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4. Ihl'tlal setting of banking 
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6.5^^r!4^D , Sgung in attract mode 

The lev^l of difficulty of this game was set as it is by 
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— note 

The marked " " 
cronnect&cl.onty for 
table TYPE'. 


A is SOLDER SIDE 
B is PARTS side' 
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CONNECTOR 
contact pitch 
5/32 inch , 

{3.97 mml 














